THE RACES OF LORWYN AND SHADOWMOOR 


“On that day, then, the night will come to Lorwyn” 
—Narvek Riag, Kithkin Prohphet 


The idyllic greens of Goldmeadow and its springjack 
pastures. The depths of the expansive Wanderwine, 
cold and unyielding. The enclaves of Glen-Elendra and 
the Wilt-Leaf Wood. All surrounded by the eternal 
barrier of the Primal Beyond, home and birthplace of 
the elsuive great elementals. Lorwyn is a distinct and 
magical plane of eternal day, inspired by the landscapes 
and mythologies of the British Isles, and unique in the 
distinct lack of humans. However, it is distinct for 
another reason. The plane of Lorwyn can morph into its 
own dark reflection, Shadowmoor, a plane of eternal 
darkness and gloom. The landscapes and denezins of 
the plane become a mirror of what they once were, good 
turning evil, safe becoming dangerous. Where Lorwyn is 
a land of bounty, Shadowmoor becomes a struggle to 
survive. Goldmeadow is covered by the fogs of 
Mistmeadow, and the commerce of the Wanderwine 
and its tributaries become the dangers of the 
Wanderbrine. Characters of the plane reflect these 
changes, the same as any creature who calls Lorwyn 
home. 


Lorwyn is inhabited by eight distinct races, who live in 
seperation and often come into conflict. The Kithkin, 
Flamekin, Merrow, Boggarts, Elves, Treefolk, Fae, and 
Giants each live in their own niches, whether imposed 
by necessity, culture, or force. In Lorwyn, community is 
more important than most other planes, where each 
member of a race relies on each other to survive and 
thrive. When the plane shifts to Shadowmoor, these 
beliefs strengthen into xenophobia. Many turn cruel and 
wicked. Collaboration becomes theft, altruism becomes 
reed. None of these races, or their homelands, are 
immune to these changes. Among the eight, the giant 
stand out, seen more as a force of nature by some, 
rather than another race of mortals. Here, the other 
seven have been written as playable races, balanced 
only against each other. 


All races in this document have the following trait: 


Morality of the Great Aurora. When the plan shifts to 
Shadowmoor, if your alignment is good or evil, it 
switches to the opposite alignment. You revert back to 
your original alignment when the plane becomes 
Lorwyn once again. 


KITHKIN 


The thoughtweft ties a clachen together. Sharing each 
other’s hopes and fears, all the village’s citizens spring 
into action upon the first threat to any one of them.” 


Ability Scores: Con +2; Wis +1 
Size: Small 
Speed: 25 ft. 


Age. A kithkin reaches adulthood at the age of 20 and 
generally lives into the middle of their second century. 
Size. Kithkin average about 3 feet tall and weigh about 
AO pounds. Your size is Small. 

Brave. You have advantage on saving throws against 
being frightened. 

Kithkin Unity. When you damage a creature with an 
attack or spell, and that creature is trying to harm you or 
your allies, you can cause the attack or spell to deal 
extra damage to the creature. The extra damage is 
equal to your proficiency bonus + the number of allied 
humanoids within 15 feet of you. You can use this trait a 
number of times equal to your proficiency bonus. You 
regain all expended uses when you finish a long rest. 
Thoughtweft Network. Each Kithkin is born with an 
inherent connection to the Thoughtweft, an ethereal 
web which binds all Kithkin towards common emotion 
and community. You can telepathically speak to any 
humanoid you can see within 30 feet of you. The target 
must share a language with you for it to understand 
your telepathic communication. If the target is a 
Kithkin, you can sense each other’s true emotions, and 
neither creature can speak a deliberate lie while 
communicating telepathically. 

Languages. You can speak, read, and write Common 
and Halfling. The Kithkin language isn’t hidden from 
outsiders, but halflings are hesitant to teach it to 
outsiders, or those untrusted by the community. They 
do not write their language, with oral tradition acting as 
the foundation for its continuance from generation to 
generation. Almost all halflings speak Common to 
converse with the people in whose lands they dwell or 
through which they are traveling. 


FLAMEKIN 


“The Elves may try to confine us, but they will learn that 
our blazing spirit can never be suppressed.” 


—Vessifrus, flamekin demagogue 


Ability Scores: Cha +2; Dex +1 
Creature Type: Elemental 
Size: Medium 

Speed: 35 ft. 


Creature Type. You are an Elemental. 

Age. Flamekin mature at about the same rate as 
humans and reach adulthood in their late teens. They 
live somewhat longer than humans do, up to 120 years. 
Size. Flamekin are as varied as any humanoid race, but 
are generally built like humans, standing anywhere from 
5 feet to over 6 feet tall. Your size is Medium. 

Fire Resistance. You have resistance to fire damage. 
Elemental Composition. Your body is composed of 
tightly-packed stone bound together by primordial fire, 
providing you with a base AC of 12 while not wearing 
any armor. 

Path of Flame. You know the produce flame cantrip. 
Starting at 3rd level, you can cast the burning hands 
spell with this trait. Starting at 5th level, you can also 
cast the flame blade spell with this trait, without a 
material component. Once you cast burning hands or 
flame blade with this trait, you can’t cast that spell with 
it again until you finish a long rest. You can also cast 
either of those spells using any spell slots you have of 
the appropriate level. 


Intelligence, Wisdom, or Charisma is your spellcasting 
ability for these spells when you cast them with this trait 
(choose when you select this race). 


Languages. You can speak, read, and write Common 
and Primordial. Primordial is a guttural language, filled 
with harsh syllables and hard consonants. It is a 
language shared by the elusive greater elementals 
which traverse the plane, and are revered by the 
flamekin as gods or messengers from the plane itself. 


MERROW 


“None appreciate sun and shallows like those who have 
seen the depths.” 


—Lianda of the Stonybrook school 


Ability Scores: Con +1; Int +1; Cha +1 
Size: Medium 
Speed: 30ft., swin equal to your walking speed 


Age. Merrow mature at about the same rate as humans 
and reach adulthood in their late teens, living about a 
century. 

Speed. Your walking speed is 30ft, and you have a 
swimming speed equal to your walking speed. 
Amphibious. You can breathe air and water. 
Darkvision. You can see in dim light within 60 feet of 
you as if it were bright light and in darkness as if it were 
dim light. You discern colors in that darkness only as 
shades of gray. 

Waterway Traverser. You can communicate simple 
ideas to any Beast, Elemental, or Monstrosity that has a 
swimming speed. It can understand your words, though 
you have no special ability to understand it in return. 
Wanderwine Native. Native to the depths of the great 
Wanderwine, you have resistance to cold damage. 
Communal Knowledge. You were raised within Merrow 
communities inclined to educate their young, around 
wizened teachers ready to pass on their knowledge. You 
know the dancing lights and guidance cantrips. Starting 
at 3rd level, you can also cast a 2nd level spell of your 
choice, which must be from among the Divination, 
Enchantment, or Evocation schools of magic. 
Languages. You can speak, read, and write Common 
and Merfolk. Merfolk is a deep and smooth vocalization, 
traveling further when spoken underwater. Chants in 
the merfolk language convey emotions and feelings in 
their melody, alongside the chosen words, and are used 
as long-distance messages between enclaves of the 
Wanderwine. 


BOGGART 


Amon§ the boggarts, there is only one real rule: all new 
treasures and experiences must be shared. Those who 
hoard their gifts commit the one truly unforgivable sin. 


Ability Scores: Dex +2; Int +1 
Size: Small 
Speed: 30 ft. 


Age. Boggarts reach adulthood at age 8 and live up to 
60 years. 

Size. Your size is small. 

Darkvision. You can see in dim light within 60 feet of 
you as if it were bright light, and in darkness as if it 
were dim light. You can’t discern color in darkness, only 
shades of gray. 

Nimble Escape. You can take the Disengage or Hide 
action as a bonus action on each of your turns. 
Vengeful Fury. When you are damaged within 5 feet of 
you by a creature you can see, you may use your 
reaction to take an opportunity attack against that 
creature. On a hit, your attack deals extra damage equal 
to your level. Once you’ve used this trait a number of 
times equal to your proficiency bonus, you can’t use it 
again until you finish a long rest. 

Languages. You can speak, read, and write Common 
and Goblin. Goblin is a sharp, chittering language, used 
to rapidly convey information. Oral tradition is an 
important part of the goblin language, with Warren 
Matrons passing down stories and lessons to each new 
brood. They have adapted and altered the Fae script for 
communicating their language in written form. 


The faultless and immaculate castes form the lower 
tiers of elvish society, with the exquisite caste above 
them. At the pinnacle is the perfect, a consummate 
blend of aristocrat and predator. 


Ability Scores: Cha +2; Wis +1 
Size: Medium 
Speed: 30 ft. 


Age. Flamekin mature at about the same rate as 
humans and reach adulthood in their late teens. They 
live somewhat longer than humans do, up to 150 years. 
Size. Elves range from under 5 to over 6 feet tall and 
have slender builds. Your size is Medium. 

Darkvision. Accustomed to twilit forests and the night 
sky, you have superior vision in dark and dim 
conditions. You can see in dim light within 60 feet of 
you as if it were bright light, and in darkness as if it 
were dim light. You can’t discern color in darkness, only 
shades of gray. 

Keen Senses. You have proficiency in the Perception 
skill. 

Fey Ancestry. You have advantage on saving throws 
against being charmed, and magic can’t put you to 
sleep. 

Perceived Superiority. Your position of power on the 
plane of Lorwyn grants you a level of regard when 
interacting with its other races. You gain advantage on 
the very first charisma check you make when meeting 
and interacting with each non-elf humanoid. 

Mask of the Wild. You can attempt to hide even when 
you are only lightly obscured by foliage, heavy rain, 
falling snow, mist, and other natural phenomena. 
Forest Denizen. You grew up in an elven community 
nestled deep in the woods. You know the druidcraft 
cantrip. 


Languages. You speak, read, and write Common, Elvish 
and one other language of your choice spoken by 
another race of Lorwyn. Elvish is fluid, with subtle 
intonations and intricate grammar. Elven literature is 
rich and varied, and their songs and poems are famous 
among other races. Many bards learn their language so 
they can add Elvish ballads to their repertoires. 


"TREEFOLK 


Deep in a murmuring bosk, where the trees’ memories 
span centuries, the simple banner of green and copper 
signifies an elder whose rings number more than a 
faerie’s days. 


Ability Scores: Str +2; Wis +1 
Creature Type: Elemental 
Size: Large 

Speed: 20 ft. 


Creature Type. You are an elemental. 

Age. Treefolk reach physical maturity after two or three 
decades, but their idea of adulthood includes both 
physical growth and wordly understanding. A treefolk 
normally reaches adulthood and title around the age of 
100 and can live to be 1000 years old. 

Size. Treefolk grow larger than many other humanoids, 
reaching heights of over 10 feet after maturity and 
eventually reaching up to 20, growing their entire lives. 
Your size is large. 

Natural Armor. Your bark provides you a base AC 16 
(your Dexterity modifier doesn’t affect this number). 
You can’t wear light, medium, or heavy armor, but if you 
are using a shield, you can apply the shield’s bonus as 
normal. 

Arboreal Canopy. As you grow, your branches and other 
extremities continue to spread outwards. Your reach 
with melee attacks is increased by 5 feet. 

Plant Camouflage. You have advantage on Dexterity 
(Stealth) checks made in forest terrain. 

Whipping Vines. Your arms are modified branches and 
are natural weapons, which you can use to make 
unarmed strikes. If you hit with them, you can deal 
piercing, or bludgeoning damage equal to 1d4 + your 
Strength modifier, instead of the bludgeoning damage 
normal for an unarmed strike. 

Native Magic. You can cast the druidcraft, mold earth, 
and thorn whip cantrips. 

Languages. You can speak, read, and write Common 
and Elvish. Having lived in the forests dominated by 
elves for millennia, Treefolk knowledge of primordial 
and their native languages have been lost to time. They 
speak their own grating dialect of Elvish, distinct 
enough where it can be hardly understood by the most 
isolated of elvenkind. 


FAERIE 


In Lorwyn’s brief evenings, the sun pauses at the 
horizon long enough for certain pecies of violet to blood 
with the fragrance of mischief. 


Ability Scores: Int +2; Dex +1 

Creature Type: Fey 

Size: Small 

Speed: 30 ft., fly equal to your walking speed 


Creature Type. You are a fey 

Age. Fae are shorter-lived creatures with more ethereal 
concepts of maturity. They reach physical maturity after 
2 years and the oldest among them can live up to 40 
years. However, they are molded by cliques with which 
they learn and survive, some never reaching what would 
be traditionally considered emotional maturity. 
Darkvision. You can see in dim light within 60 feet of 
you as if it were bright light and in darkness as if it were 
dim light. You discern colors in that darkness only as 
shades of gray. 

Flight. Because of your wings, you have a flying speed 
equal to your walking speed. You can’t use this flying 
speed if you’re wearing medium or heavy armor. 
Arcane Culture. Fae are born with a natural connection 
to mana, and quickly pick up on the arcane magics they 
observe. You know the mind sliver and minor illusion 
cantrips. Starting at 3rd level, you can also cast a 2nd 
level spell of your choice, which must be from among 
the Abjuration, Enchantment, or Illusion schools of 
magic. 

Languages: You can speak, read, and write Common 
and Fae. Fae is a high-pitched language, often mistaken 
as an insect chittering or birdsong to the unknowing. It 
is efficient in its word usage, often adapted for arcane 
spells for quicker spellcasting, and instinctually known 
to all Fae. 
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